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l. introduction 


Slaying & Spelunking module for class roles. Master Ability Special Technique Emergency Resource, 
NPC Procedural Creation, and Suitsayer modules are utilized for various classes. 


2. class 


Follow instructions in class description unless 
multi-classing. Classes have levels independent 
from each other and character level. Gain a char- 
acter trait and ability upon earning the level equal 
to the last number listed in the trait. 


2.1. brute 


Skilled fighter and combat specialist. Use NPC 
Procedural Creation to create an enemy or mentor 
somewhere within the world. 


2.1.1. imposing 


Spend one notch to re-roll one die when intimi- 
dating others. 


2.1.2. grappler 


Spend one notch to re-roll one die when disarm- 
ing or restraining. 
2.13. brawler 


Gain one notch for fighting unarmed, improvising 
using the environment, or using clever maneuvers. 


2.1.4. reckless 


Inflict one damage to wielded weapon to re-roll 
one combat die. 


2.15. defensive 


Spend on notch to re-roll one die when protecting 
another character. 


2.1.6. fortitude 


Spend one notch to transfer any amount of physi- 
cal damage into mental damage. 


2.1.7. ruthless 


Spend notches to add equal damage upon a suc- 
cessful melee combat roll. 


2.1.8. tough 


Spend notches equal to the difficulty of a melee 
combat roll to reduce the difficulty by one tier 
when damaged. 


difficulty notches 
Easy 1 
Tricky 2 
Hard 3 
Wicked 4 


2.1.9. endurance 


Spend notches to reduce incoming damage by an 
equal amount. 


2.1.10. finisher 


MASTER: Create a dangerous signature ability to 
end a fight. 


2.2. hunter 


Pursuer and slayer of various creatures with an 
animal companion. 


— 


bird 
dog 


Re-roll one die when distracting target 


N 


Re-roll one die when tracking target 


2.2.1. stealth 


Spend one notch to re-roll one die when hiding. 


2.2.2. tracker 


Spend one notch to re-roll one die when following 
the trail a target. 


2.2.3. predator 


Gain one notch for each target captured or slain. 


2.2.4. ambusher 


Spend one notch to re-roll one die when attacking 
a target by surprise. 


2.2.5. navigator 


Spend one notch to re-roll one die when looking 
for which direction to travel. 


2.2.6. survivor 


Spend one notch re-roll one die when damaged 
physically over thirty. 


2.2.7. primitive 


Spend one notch to re-roll one die when crafting 
using natural materials or foraging. 


2.2.8. sharpshooter 


2.3. magician 


Sly charmer well-versed in skulduggery. Use 
NPC Procedural Creation to create a rival some- 
where within the world. 


2.3.1. prestidigitation 


Spend one notch to re-roll one die when sleeving, 
palming, or using sleight of hand. 


2.3.2. escapologist 


Spend one notch to re-roll one die when escaping. 


2.3.3. pizzazz 


Gain one notch for when performing with style. 


2.3.4. trickster 


Spend one notch to re-roll one die when fleeing. 


2.3.5. confederate 


Spend one notch to re-roll one die when assisting 
another character with a deception. 


2.3.6. glamorous 


Spend one notch to re-roll one die when undam- 
aged physically. 


2.3.7. mentalist 


SUITSAYER: Accurately predict how a character 
will behave upon success. Inflict mental damage 
equal to card upon failure. 


2.3.8. illusionist 


Spend notches to create a novel illusion of a cor- 
responding die value. 


Spend notches equal to the range of a combat roll aie note hEs 
to reduce the difficulty by one tier. 

d4 4 
difficulty notches d6 6 
Close 1 d8 8 
Near 2 d10 10 
Far 3 d12 12 
Distant 4 d20 20 


2.2.9. trapper 


Spend notches to increase the effectiveness of a 
trap by an equal amount. 


2.2.10. assailant 


MASTER: Create a killing blow designed to use in 
close range. 


2.3.9. hypnotizing 


Spend notches to add an equal amount to a con- 
flict when mentally restraining a target. 


2.3.10. prestige 
MASTER: Create a signature trick. 


2.4. outlaw 


Fugitive with a shady past. Use NPC Procedural 
Creation to create a stalker within the world. 


2.4.1. thief 


Spend one notch to re-roll one die when pick- 
pocketing. 


2.4.2. lockpicker 


Spend one notch to re-roll one die when breach- 
ing a lock. 


2.43. burglar 


Gain one notch upon gaining entry somewhere 
locked or guarded. 


2.4.4. robber 


Spend one notch to re-roll one die when convinc- 
ing a character to forfeit valuables. 


2.4.5. rouge 


Spend one notch to re-roll one die when cheating 
or betraying. 


2.4.6. slippery 


Spend one notch to re-roll one die when fleeing 
conflict. 


2.4.7. desperado 


Self-inflict physical damage to add an equal 
amount to a violent conflict. 


2.4.8. keen 


Spend notches to decrease the difficulty of finding 
something or someone hidden by one tier. 


cover notches 
Partial 1 
Half 2 
Broad 3 
Full 4 


2.4.9. lonesome 


Spend notches to re-roll one die when working 
alone. 


2.4.10. cutthroat 
MASTER: Create a signature underhanded move. 


2.5. prophet 


Missionary and proselytizer. Use to Divine Inter- 
pretation Via Incidental Number Extrapolation to 
create a religion. 


2.5.1. blessed 


Spend one notch to re-roll one die when attacked. 


2.5.2. oracle 


SUITSAYER: Divinely answer a question with yes 
or no upon success. Inflict mental damage equal 
to value of card drawn upon failure. 


2.5.3. devout 


Gain one notch upon acting morally. 


2.5.4. miraculous 


SUITSAYER: Heal another character’s damage 
equal to the value of card on success. Receive 
mental damage equal to value of card on failure. 


2.5.5. martyr 


Self-inflict physical damage to reduce another 
character’s physical damage by an equal amount. 


2.5.6. resolute 


Spend one notch to re-roll one die when mental 
damage is above thirty. 


2.5.7. wise 


Spend one notch to heal one mental damage of 
another character when not in a conflict. 


2.5.8. exorcist 


Conflict to cause characters or supernatural be- 
ings to flee equal to success. 


distance total 
Close 1-10 
Near 11-20 
Far 21-30 
Distant 31-40 


2.5.9. paragon 


Spend one notch to re-roll one die when difficulty 
is wicked. 


2.5.10. destined 


MASTER: Plead for divine intervention. Inflict 
mental damage upon failure. 


2.6. troubadour 3. notice 

Aspiring historian eager for adventure. Use NPC I voluntarily dedicate this work into the Public 
Procedural Creation to generate a patron some- Domain to encourage new creations. 

where within the world. Artists may: 


e Use this work without restriction and for 


2.6.1. personable any purpose. 


Spend one notch to re-roll one die when persuad- 


À e Create copies to be shared without limit 
ing someone else. 


and for any purpose. 


e Create derivative works without restric- 


2.6.2. sharp-tongued A : : 
tion, for any purpose, and without credit. 


Quips and insults may inflict mental damage. . ao 
e Use this notice in your own work. 


2.6.3. poet 


Gain one notch upon creating a novel rhyme. 


2.6.4. gifted 


Spend one die to re-roll one die while attempting 
to do something never done before. 


2.6.5. peaceful 


Spend one notch to heal one mental damage when 
resting. 
2.6.6. helpful 


Spend one notch to give another character a notch 
when in a conflict. 


2.6.7. proverbial 


Gain one notch upon creating a new proverb. 


2.6.8. lucky 


Spend notches to reduce the difficulty of another 
character’s non-violent conflict by one tier. 


difficulty notches 
Easy 1 
Tricky 2 
Hard 3 
Wicked 4 


2.6.9. humorous 


Gain one notch upon making another character 
honestly laugh. 


2.6.10. heroic 


MASTER: Perform an action worthy of songs and 
legends. 


